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BorEAL BEAVER 
Large beast, unaligned 


| 


Armor Class 14 (natural armor) 
Hit Points 95 (10d10 + 40) 
Speed 30 ft., burrow 30 ft. 


STR DEX CON 


INT WIS CHA 


16 (+3) 12 (+1) 18 (+4) 6 (-2) 12 (+1) 8 (-1) 


Saving Throws Str +6, Con +7 

Damage Resistances cold; piercing, and slashing from 
nonmagical attacks 

Senses darkvision 60 ft., tremorsense 60 ft., passive 
Perception 11 

Challenge 5 (1,800 XP) 


Keen Smell. The beaver has advantage on Wisdom 
(Perception) checks that rely on smell. 


Snow Camouflage. The beaver has advantage on 
Dexterity (Stealth) checks made to hide in snowy terrain. 


Burrower. The beaver can burrow through solid ice at half 
its burrow speed and leaves a 10-foot-diameter tunnel in 
its wake. In addition, difficult terrain composed of snow 
or ice doesn't cost it extra movement. 


Logsplitter. The beaver's bite attack deals double damage 
to trees, structures, creatures or objects made of wood. 


Musk release. When the beaver is reduced to half of its hit 
points (47), it instinctively releases a potent musk from 
its glands. Each creature within a 20-foot radius of it must 
succeed on a DC 15 Constitution saving throw or become 


| nauseated. Affected creatures may repeat the saving 


™ throw at the end of each of their turns, ending the effect 


on themselves with a success. Once a creature succeeds 


4 on this saving throw the creature is immune to the 


effects of Musk Release for the next 24 hours. 


ACTIONS 


Multiattack. The beaver makes two attacks: one with 
its bite and one with its claws. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 8 (1d10 + 3) piercing damage and 6 (1d6 + 3) 
slashing damage. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one | 


target. Hit: 10 (2d6 + 3) slashing damage. 


Tail Smash (Recharge 5-6). The beaver raises its tail into 
the air and slams it onto the ground. Each creature 
within a 20-foot radius around the beaver must make a 
DC 15 Dexterity saving throw. On a failed save, a 
creature takes 2d10 thunder damage if they are within 
10 feet of the beaver or 1d10 if they are farther. On a 


success they take half damage. Additionally, a creature | 


that fails its save by 5 or more is knocked prone. 


If this ability is used in an area covered in snow, the 
impact causes the snow to be violently thrown up into 
the air, creating a heavily obscured area in a 10-foot 


radius around the beaver. This area remains heavily | 


obscured until the end of the creature's next turn, as 
the snow takes time to settle. In addition any tunnels 
made by the beaver in a 10 foot radius around itself 
collapse. 


Subterranean Tremor (while burrowed). While 
burrowed, the beaver can use its action to vibrate 
intensely, agitating the snow and earth around it ina 
20-foot radius. This action causes the ground in the 
area to become difficult terrain for 1 minute. Each 
creature on the ground within that area when this 
ability is used must succeed on a DC 15 Dexterity 
saving throw or fall prone. Additionally, any tunnels 
within the affected area that were created by 
burrowing creatures, including the beaver, collapse. 


Lore 


As an Empire scholar, accustomed to the docile 
deer and the occasional ornery badger, my first 
encounter with these behemoths was, to put it 
mildly, startling. Imagine, if you will, a beaver. 
Jow, imbue it with the proportions of a giant, 
‘the demeanor of a disgruntled bear, and the 
ability to burrow through snow as if it were 
_ merely parting curtains. 


"These Mythodent Castoris Borealis or Boreal 
Beavers the natives of the land call it, are not 
merely oversized rodents, but marvels of the 
natural world, perfectly adapted to their icy 
domain. Their fur, thick and lustrous, seems to 
shimmer with a sheen of frost, camouflaging 
them against the snow -a fact | learned the hard 
way when | nearly set up camp on what | 
thought was an innocuous snowdrift. The 
mythodent beneath was, thankfully, — still 
sleeping , head buried beneath the heavy snow. 


Their burrowing, ah, now there's a sight! With 
powerful claws designed for excavating through 
ice and snow, they create networks of tunnels 
beneath the frozen surface. This, | hypothesize, 
is for hunting, habitation, and perhaps a touch 
of recreational tunneling. Why restrict oneself 
to mere survival, after all? 


Our attempts to capture one for closer study 
have been met with failure, mostly due to the 
creature's cunning survival adaptations. They 
have an additional unexpected defensive 
mechanism: a potent stench released when 
threatened, its aroma overpoweringly 
nauseating. The musk, curiously reminiscent of 
the exotic spices from our homeland's pastries, 
swiftly overwhelmed our soldiers, causing 
discomfort and sickness among us. 


Despite the challenges, | remain undeterred. 

Today, | join the ranks of our valiant expedition 

force, hopeful that we may encounter one of 
«these magnificent beasts. With Virtue, We 
ign! 


nselm Fairmont, First Archivist of the Arctorian 
xpedition, 35" of Tiordan, 2820 E.R. 


Nauseated (condition) 


A nauseated creature is 
concentrate on spells. ‘ 
Should the creature fail the saving throw J) 
against this effect by 5 or more must they# — 
must immediately use their reaction to hurl, 
receiving a -2 penalty to their AC until the 
end of their next turn. 

A creature that fails the saving throw by 10 or 
more will, in addition, also have to use their 
action to vomit on their next turn. 


unable to , 


be) ee, 


Today marked a_ breakthrough that 
overshadows all setbacks, even the tragic loss 

of three comrades, whose sacrifice will be 
commemorated in the annals of the Empire 
with all due reverence and the chanting of 

the Aether Hymn to guide their spirits. 
However, the academic fervor within me 
cannot be quelled, for in the aftermath ofour | — 
skirmish with a Mythodent, | stumbled upon » 
a revelation so startling it consumes my every 
thought. 


The creature, now lying still in the snow, 
revealed a phenomenon utterly fascinating. 
Its teeth and tail were shrouded in a peculiar, 
living ice. This ice, unlike any we've seen, 
pulsated gently, inching towards my hand 
with an eerie intention, as if craving the 
warmth of life itself. The implications of such 
a discovery are monumental, suggesting a 
symbiotic relationship between the ice and 
its host, or perhaps a new form of magical 
parasitism. | have collected samples of this 
mesmerizing ice. The loss of today weighs 
heavily upon us, but so does the promise of 
tomorrow's discoveries. | must go, for we will - 
prepare the fallen for the ritual later today. 
With Virtue, We Reign! 


- Anselm Fairmont, First Archivist ofthe Arctorian 
Expedition, 36" of Tiordan, 2820 E.R. oe 
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Description 

Ember Eater is a condition caused by heat-seeking 
bacteria. These parasites are drawn to the internal 
heat of their hosts, feeding on this vital energy 
and disrupting — the body's natural 
thermoregulation processes. 


yy 
; Ember Eater (Disease) 


Transmission 

Ember Eater is primarily spread through contact 
with infected creatures. The bacteria can survive 
for short periods outside the host, making areas 
recently inhabited by infected subjects potential 
zones of transmission. 

A creature exposed to the bacteria must succeed 
ona DC15 Constitution saving throw. Ona failure 
they are infected. 


Special cases : Creatures with cold resistance and 
potent internal heating can enter a sort of 
symbiosis with the bacteria. One such example is 
the Boreal Beaver. Upon infection the disease 
does not progress to the initial stage, instead it 
congeals around the creature’s teeth and tail, 
places where great vascularization leads to heat. 
The beaver gains + 2d6 cold damage to its bite 
attack (which is also how the bacteria is spread) 
and +1d10 thunder damage to its tail smash. 


Symptoms 
A creature infected with Ember Eater’s Disease 


_will have symptoms manifest after 1d4 days. The 


disease then progresses in three distinct stages, 
every 1d4 days. 


Initial Stage: The host experiences unaccountable 
cold sensations, as the bacteria begin their 
thermal leeching. Mild shivering and a persistent 
feeling of being cold, despite environmental 
temperatures, are common. 

The creature gains vulnerability to cold damage 
and resistance to fire damage. 


Progressive Stage: The bacteria begin searching 
for optimal places to multiply and thrive. As their 
purpose is not to kill the host they will circulate 
throughout the body every day in search of a new 
place to seep heat from. 

After a long rest a creature finds one of the 
following areas affected: 


; a 


Head: Creature gains disadvantage on 
Charisma, Intelligence and Wisdom saving 
throws and checks and those to maintain 
concentration. Creature takes 1d4 cold 
damage whenever they attempt to speak or 
cast a spell with a verbal component. 


Arms: Creature has disadvantage on Strength 
and Dexterity checks as well as attack rolls that 
would require use of their hands or arms. 
Creatures may hold a shield or a one handed 
weapon, but not both. 


Body: Creature has disadvantage on 
Constitution saving throws and checks. In 
addition they receive a -3 penalty to their AC. 


Legs: Creature has disadvantage on Strength 
and Dexterity saving throws and checks that 
would require use of their legs. In addition 
their speed is halved. 


Critical Stage: In the absence of treatment, the 
disease leads to life-threatening hypothermia. 
The bacteria congregates around vital organs, 
draining the host's remaining warmth at an 
accelerated rate. 


The creature gains all the effects of the 
Progressive Stage. In addition the creature takes 
1d6 cold damage every hour and their their hit — 
points maximum is reduced by the same 
amount. This damage doubles every 24 hours. 


Treatment 

Curing Ember Eater's Disease requires a Lesser 
Restoration or similar effect to be cast upon the 
creature before it proceeds to the initial stage. 
Afterwards casting these curing effects will only 
return the disease to a previous stage, and it may 
only be cured with the use of a Greater Restoration 
or Heal spell. 


Alternatively a creature exposed to either 
incredible cold or incredible heat can overwhelm 
the bacteria in the body. If a creature takes at 
least 30 cold or fire damage ina single round they 
may attempt a DC 10 Constitution saving throw. 
Ona success they are cured of Ember Eater. 


